The presence of inclusive education needs more attention. Especially in basic education. In the process of learning in children with hearing impairment is the most important thing in the success of learning that is; 1) teacher-student affairs, 2) information legibility and, 3) the appropriate type of tools to clarify the subject matter. Researchers try to use the media game reasoning that if it can help to solve in the practice of multiplication skills. It can also be done in the form of a game, helping students psychologically to learn, possessing appeal as if playing but essentially learning, thus increasing the success of learning deaf children in math skills. The research used is action research school (PTK). The result of the learning of deaf students with media of game reasoning on learning mathematics of mathematics conception happened improvement of significant learning result from pre-test result with post-test, this proves that game reasoning media can improve learning results in mathematics learning mathematics concept in class 4 Elementary School X Regency Bandung Keywords: Inclusive education, Basic education, Deaf Children, Game reasoning, Multiplication Skill.
INTRODUCTION
The presence of inclusive education needs more attention. Especially in basic education. Inclusive education as an education service that includes children with special needs (ABK) learns with normal children (non-ABK) age in the regular/regular school closest to where they live. Receiving a crew at the nearby Elementary School is a beautiful dream that parents feel having a child with special needs. one of the hearing impairment grade IV in elementary school X Regency of Bandung.
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Mathematics teaching is given in elementary school starting from elementary school children. This shows that the teaching of mathematics is very important. So the number of hours of lessons is more than the other lessons.
Students in primary schools are at the age of 7-12 years including concrete operational phase. According to Piaget in Makmun (1995) concrete operational phase, namely the ability of children in the process of thinking to operate the rules of logic is still bound in the object of a concrete nature. So that required media that can clarify the subject matter so that more quickly understood student.
According to Sukandi (1988: 12) states that good media is a simple medium, cheap, easy to get anywhere, easy to operate and has an attraction that leads to student motivation in learning.
In the process of learning in children with hearing impairment is the most important thing in the success of learning that is; 1) teacher-student affairs, 2) information legibility and, 3) the appropriate type of tools to clarify the subject matter.
In addition, children aged 9-10 years most of the time used to play. By playing children can socialize, according to Ambron (Joseph, 2001) means that socialization as a learning process that leads the child towards the development of a positive social personality, so as to become responsible and effective community members.
As a result of experience, discussions, and observations in schools, teachers and students encountered many difficulties in the implementation of mathematics and Indonesian language learning, especially mathematics in mathematics. Teachers' difficulties include the first in teaching mathematics required a certain technique and methodology that must be mastered in order to teach well and successfully, both the delivery of information through hearing the deaf children have difficulty, this affects the difficulty of teaching mathematics including teaching mathematics, the three teachers difficult to determine the media which is effective in learning mathematical concepts that are packaged in game form.
Therefore researchers try to use the media of reasoning games that if it can help to solve in multiplication skills train. It can also be done in the form of games, helping students psychologically to learn, possessing appeal as though playing but essentially learning, thus increasing the success of learning deaf children in math skills.
METHOD
The research used is action research school (PTK). Understanding PTK according to the Teaching Team. Subjects in this study were teachers and students of school IV primary Data analysis GSM Project Team (1999: 43) "Data analysis is a simplifying process of focusing on abstracting, organizing data systematically and rationally to display materials that can be used to compile answers to PTK objectives", Data analysis in PTK according to the three stages:
1. Data reduction is the process of selecting raw data into meaningful information.
2. Exposure data is the process of data appearance in the form of narrative exposure.
3. Data reduction is the process of extracting the essence of the dish of data that has been organized in the form of a solid statement and brief sentences. 
RESULTS AND DISCUSSION
In this section presented the discussion of research results by presenting some important findings related to the focus of research.
Teacher Activity
Teacher activity in the learning of mathematics by using the media of game reasoning in the first cycle there are many less of them in the condition of students when opening lessons, giving less example when explaining the material, giving less question spread, less giving 
strengthening especially verbal reinforcement, lacking variation of teaching on aspect voices, movements and subjects, learning is still dominated by teachers, less involving students, and has not seen a member of guidance on small discussions, the use of media is still not less perfect at the time of closing the lessons do not make conclusions.
In the second cycle the teacher activity starts to increase as the students have started to be conditioned when opening lessons, giving examples when explaining the material, asking skill has begun to appear there is spreading, and turn, guide small discussion already exist but not optimal, learning starts involving students, as well as teaching variations. still, need to be improved In the third cycle, it appears that teacher activity is mostly very good. Teachers already understand how to learn good math by using media game reasoning. This is also the result of continuous reflections trying to improve teacher activity in each cycle. From the observation of teacher activity in every cycle in learning mathematics by using game logic medium, There seems to be a good improvement. This proves that with the media of game reasoning can help improve the activity of elementary school teachers, especially in learning mathematics in grade 4.
Student Activity
In the first cycle of observation results of student activity, It seems that all aspects observed most of the results are less. Because students are not conditioned to be less passionate and enthusiastic, students are less actively involved, given fewer opportunities to build their own knowledge, less courage to ask and a great deal of reliance on teachers.
In the second cycle, the student activity looks better than the previous cycle. This can not be separated from the reflection of observations and discussions between researchers, school teachers, and senior teachers. Although there is still a need to improve, especially the courage of students to ask questions and dependence on teachers that need to be improved, and the use of media who are still afraid of being pierced while taking a dip.
In the third cycle, it appears that student activities are mostly very good. Students are increasingly interested and understand how to learn good math by using media game reasoning. This is also due to continuous reflections trying to improve students' activities on each cycle.
From the observation of student activity on every cycle in learning mathematics by using game logic medium, there seems to be a good improvement. This proves that with the media of reasoning games can help increase the activity of grade 4 elementary school X Bandung regency, especially in learning mathematics in school
Student Learning Results
Student learning outcomes in this study there are two, namely learning outcomes from the end of each cycle and learning outcomes of three cycles (whole). The learning outcomes of each cycle are three in accordance with the number of planned cycles. In the past, it appears that the level of mastery of the learning outcomes of each cycle appears to be increasing. For more details see Table 1 . To see the increase in mastery of student learning from the first cycle to the third cycle more clearly see the following diagram:
Figure 2. Level of Mastery Learning Each Cycle
Overall learning outcomes are the learning outcomes of the three planned cycles. As previously disclosed that before students are given action is done pre-test, and after the implementation of the overall activities of the cycle carried out post-test. For more details see the results of pre-test and post-test in table 2 From the above table It appears that the pre-mastering test of students is only 42% and after being given the learning of the media of reasoning game mastery of student mastery increased to 80%, the difference is 38%. From these results show that the overall student learning outcomes in learning mathematics concepts mastery of 80%, this means being above average and above the learning level complete 75%. Thus the media of reasoning games can contribute to the learning of mathematical concepts of multiplication.
CONCLUSION
Based on the results of school action research on "The use of game logic media in learning mathematics on students deaf" conducted in grade 4 elementary school X district Bandung. Can be summed up as follows:
1. Media game reasoning can help and improve teacher activity in mathematics learning mathematics concepts in Class 4 elementary school X District Bandung. This is evidenced by the increased activity of teachers in teaching each cycle.
2. Media game reasoning can help students' activities in mathematics learning mathematics concepts in grade 4 elementary school X District Bandung. This is evidenced by the media reasoning game students increasing activity as well as helping students to learn independently.
3. The result of learning of deaf students with media of game reasoning on learning the mathematics of mathematics conception happened improvement of significant learning result from result of pre-test with post-test, this proves that game reasoning media can improve learning result in learning mathematics concept mathematics in grade 4
elementary school X Regency of Bandung
